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FRANK 1 BEST TIME: 11.75" 


STREET RACER PROFILE 


tleties of the sport. 


FRANK [Birth certificate name Frank Instein] 
COUNTRY: Transylvania 
AGE: lOOyrs 

COMMENTS: Well, like Frankenstein, big and 
green, bolt through his neck and scarred. Is 
slightly comical looking and not at all evil, in fact 
he has a heart of gold and a certain ghostly 
charm. Very basic style of driving, As Frank’s a bit 
simple - he doesn’t always cotton on to the sub- 
Therefore, his style can be quite predictable. His 


Idea of bliss is an evening in his coffin watching a soap. 

CAR: A big green low-slung hot rod with lots of chrome piping 

WEAPONS: Screaming Banshee to frighten away other 
players, Batmobile to charge into other players. Punch: 

Big Monster Mash 

HOME TRACKS: Run down and overgrown graveyard in 
the shadow of an old haunted house. All around the track is 
misty swamp with evil looking brambles growing out of it. 

The track is quite bumpy and gravel sections make control 
tricky. 


(ABOVE) Adjust your cart's trajectory 
in mid-air to improve cornering. 


FRANK COURSE 1 

The corners in this course are 
as square as Frankie's head! 
Hopping their carts around the 
corners allows drivers to stitch 
the other drivers up just like 
Frankie's wrists and ankles. 





FRANK 2 BEST TIME: 10.27" 
FRANK 3 BEST TIME: 14.30" 


(ABOVE) With all the right-angles and narrow routes in this secret 
course, you need a memory like Captain Memory Man. 


SPEED, CORNERING AND 
SKIDDING 

The more stars you collect the faster 
your car can go. However the faster 
you go the less the amount you’ll be 
able to turn and still maintain grip. 
Skidding happens when the tyres lose 
traction with the ground.yin most 
cases skidding .is to be avoided how¬ 
ever really good cornering depends 
on skidding for its effectiveness. One 
useful technique is Pbwers/iding. 


Essentially you enter a corner at high 
speed. Before the apex let up off the 
accelerator, turn to face the inside 
corner - almost so your car is travel¬ 
ling sideways - then slam on the 
accelerator again. The car will main¬ 
tain this angle around the corner and, 
if done correctly, will retain its grip just 
as it exits, allowing you to shoot out of 
the corner at high speed and at the 
correct angle. This technique should 
be used with care as some pars 
regain grip very quickly - especially 
cars with good handling such as 
Hodja - with the result being over¬ 
steering and shooting into the corner. 

The more damage you get, the slow¬ 
er your car goes and the worse the 
handling becomes, so it is essential 
that you keep your car in good order 
by getting the damage repair pickups 
as soon as you get hit. In long races 
when all the repair kits have been 
taken, the best advice is to collect as 
many stars as possible to speed your 
way out of further damage. Although 
your handling will still be poor. 


FRANK COURSE 2 

In Course 2 there is a choice of 
routes. Opting for the narrow, 
cobbled road makes it possible 
to maintain an almost perfect 
line, straight down the middle. 










































































SUZULU 3 BEST TIME: 8.68" 


(ABOVE) See if you can guess what part of the world this 
course is modelled on. Yup: Africa. 




(ABOVE) This is NMS's favourite 
course at the moment. In fact it's all 
we can do to keep Gary off it! 


SUZULU COURSE 7 

Muddy banks cause cars 
to slow down terribly, 
however simple Suzulu 
Course I might look. Look 
at that georgeous straight 
though, eh! Ree-eeeow! 


(BELOW) Suzulu prepares 
to knock Raphael into the 
mud. It's a dirty trick and 
everyone's got to do it! 


S&i 


wmm 




SUZULU COURSE 3 

At first glance Suzulu's special 
course looks like a nightmare 
of corners. Think again! It’s 
actually better to adopt straight 
driving lines through most of 
the corners. 


SUZULU COURSE 2 

The main thing to bear in mind for 
this track is the short cut, taken 
across the wooden bridge. As you 
can see it sheers an enormous 
amount off the distance travelled. 




STREETRACER PROFILE 

SUZULU 
COUNTRY: Africa 

AGE: Early Forties (married with half a dozen 
kids and growing) 

COMMENTS: Africa’s foremost (and only) rally 
driver. This guy's car isn’t the strongest by any 
means so he doesn’t like to tangle with the other 
drivers too often, and will use the handling of his 
car to duck and dive his way out of trouble. In his 
spare time he practices a little bit of Voodoo healing which he learned 
from his witch doctor father. 

CAR: A strange looking object made Entirely out of natural products, 
mainly sticks and animal skins (very environmentally friendly). 
Strapped to the back are his tools of the trade, spears, shields and 
rhino heads!. The car is extremely agile and handles well. 

WEAPONS: Rhino head and Spears to push away other cars. Rhino 
Charge forces opponents to the side and causes them a lot of dam¬ 
age. Punch: Voodoo Stick Poke 

HOME TRACK: Safari. Wide open plains, a few Joshua trees and 
termite mopnds, wilder beasts and mountains. Rough sand tracks 

make it ideal for their light car. 
The sand is tricky and the rocks 
bumpy but for the Suzu/u-mobile 
this should pose no problem. 
Mountains, gorges and trees 
make up the background to this 
desert wilderness. 


JUMPING 

Jumping is an essential and 
integral part of the game. 
Jumping over rough ground 
reduces the effect it has on your 
car and allow you to cut some 
corners and help you to get out 
of very rough terrain should you 
get punched there. With more 
experience you’ll be able to spot 
the corners to jump over and 
the ones to drive round. You 
can also jump over the deadly 
mines - if you spot them in time, 
that is! 


SUZULU 1 BEST TIME: 9.15" 
SUZULU 2 BEST TIME: 0 . 47 " 
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BIFF 

COUNTRY: USA 
AGE: 19yrs 

COMMENTS: This guy is big, bad and aggres¬ 
sive. He carries a baseball bat with which he- 
does all his talking. Basically, Biff is as bright and 
dense as a black hole and never graduated from 
High School. Very aggressive, no preferences or 
dislikes, he will attack any one who’s in his way. Biff’s lack of intelli¬ 
gence and personality is eclipsed only by his amazing lack: of driving 
skills. He is all over the place not giving a damn abohl anyone, 
or anything else. 

CAR: Biff drives what he believes to be the ultimate sta¬ 
tus symbol, a blue, souped up 4wd buggy ; with every* 
thing double chromed so he can keep an eye on his 
reflection. The handling is great, due to the 4wd, not his, 
driving skill, but acceleration and top speed are down on 
the average. 

WEAPONS: Massively Expanding Tires to force oppo¬ 
nents to the side. Monster Grapple that pulls cars 
ahead backwards and his for¬ 
ward. Punch: Baseball Bat Bash 

HOME TRACK: He likes his" 
tracks to be simple and wide to 
cover his numerous mistakes. He 
also likes to make use of the 
4wd. This is why Biff’s home 
tracks are dirt ovals filled with 
hazards, which gives Biff thj&* 
opportunity to vent his aggres¬ 
sion. Getting the back out is the 
secret on these tracks, you could 
just drive round them but it’s] 
quicker and more impressive the 
other way. This is real exhibition 
stuff, grandstands all around 
which make up the horizon line 
on these tracks. 


BIFF 1 BEST TIME: 11.59" 


STREET RACER PROFILE 


BIFF COURSE 1 

Like Biff, this course is a bit sim¬ 
ple. And that's that. It’s so sim¬ 
ple it can't tie its shoe laces. It's 
so simple it has left and right 
written on the toes of its wellies 
and still gets them muddled up. 
It's so simple... 



13.58" 

15.01" 


BIFF 2 BEST TIME: 
BIFF 3 BEST TIME: 


(ABOVE) This is actually Graham Mangion's favourite course, but only 
because it resembles the biggest Savaloy the world has ever seen. 


(LEFT) Biff shaved his head to 
make himself more aerodynamic. 
Now he's able to power out of cor¬ 
ners like somebody who has a very 
bald head indeed. Which he has. 


BIFF COURSE 2 

Another course where chicanes don’t 
mean diddly. Anyone can see it's 
more effective to travel in a straight 
line rather than meander around 
each curve like a granny in Tescos. 


BIFF COURSE 3 

Twisted like Biffs forlorn little brain. 
The bottle-kneck is the toughest area 
of Biff Course 3 to negotiate, 
especially when cars get all bunched 
up in this area. Skillful use of power 
turns keeps drivers ahead of the pack 


PUNCHING EFFECTIVELY 

The punch is the standard weapon and 
the most effective as there are no limits 
to the number of times you can punch. 
Different characters have different 
punch strengths but in all cases when 
you have the option you should punch. 
This will temporarily stun the opponent 
and give you time to manoeuvre out of 
trouble (with a turbo if possible]. If rac¬ 
ing against a human opponent its best 
performed on a corner. In our experi¬ 
ence this is disorientating and puts 
them off their rhythm. 
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RAPHAEL 1 BEST TIME: 12.85" 
RAPHAEL 2 BEST TIME: 14.87" 


(ABOVE) Just like Ridge Racer, eh fans! Not quite, but it's just as tough on 
the nerves. One ginormous hairpin bend sorts over-zealous competitors. 


WEAPONS: Gold Chain 
Grapple that pulls other cars 
backwards. Big Stereo Horns 
which make other cars jump. 
Punch: Fast and Cool 

HOME TRACK: Being from the 
Mecca of motoring Raph has 
chosen a race course right out in 
the countryside. The surface is 
good and fast. You will find ail the 
features here that you would on 
most race tracks around the 
world, chicanes, decreasing 
radius curves, increasing radius 
curves, the lot. Getting the racing 
line is thq secret to a good time 
on these tracks. The horizon tine 
on these tracks will probably tend 
to be the typical one of rolling 
countryside and wide blue sky 
with beautiful cloud 


RAPHAEL COURSE 2 

If this were a Scalextric players 
would end up with carpet burns on 
their knees, from shuffling around 
picking up wayward cars. Look at 
those corners! 


RAPHAEL COURSE 3 

Another course that is deceptively rather easy to whizz around 
at full speed. Four gorgeous straights are driven at full pelt. 


(RIGHT) Raph unveils his hooters of 
doom! He prides himself on owning the 
biggest pair of hooters in the tournament. 


RAPHAEL COURSE 7 

Raphael’s courses are the fastest in 
the game, though they're also the 
narrowest. Being the first in the 
series Raph # 7 makes it easier for 
drivers to avoid being snagged. 








STREET RACER PROFILE 


RAPHAEL 
COUNTRY: Italy 
AGE: 23 yrs 

COMMENTS: Every woman's dream and every 
man’s nightmare. This guy has everything, looks, 
money, personality, skill and the women. This 
guy’s smile could kill at a hundred yards, in fact 
the only thing he doesn’t have is friends [hardly 
surprising) but he doesn't care. He has Italian 
looks, Italian suits and the latest Italian sports car. This guy knows how 
to drive. He is however a bad looser, if you attack him he will remem¬ 
ber. The only exception being the Bikini lass, Surf, whom he secretly 
admires. She, of course, has not yet succumbed to his charm and 
couldn’t care less if he were dead. 

CAR: Raphael’s car is the latest in Italian sportscar design, a powerful 
convertible with an aggressive look. This car is fast and quick off the 

mark, but the car was only 
designed to look fast therefore its 
handling and braking tend to let it 
down. It is prone to misfire and 
smoking from the exhausts. 



























STREET RACER PROFILE 


SURF COURSE 2 

As you can see, it"s possible to stay 
on one island instead of driving 
around the outside areas. Surf 
Course 2 is a fast one. 


SURF SISTER 
COUNTRY: Australia 
[has a degree in mechanics) 
AGE: Never ask a girl! 


COMMENTS: What can we say, blonde, gor¬ 
geous, something out of Baywatch. Extremely 
good looking and she knows it. Out to show 
these men how it's done. Uses all her obvious 
features to the full. Will blow lots of kisses to others to lure, them 
towards her and then punch them into oblivion! She hates Biff, the 
sexist pig, and may tend to aim for him. Surf is very bright and a 
member of Mensa. Apart from racing she is also an accomplished 
swimmer. —*"' ‘~\ I |HH| KX 


SURF COURSE 1 

Yes, this does look an awful lot 
like Koopa Beach from Mario 
Kart. No groovy shortcuts here 
though. 


«»•,* 


CAR: Essentially a Volkswagen 
Beetle BAJA conversion. Open 
top, huge wheels to tackle that 
sand, massive exposed rear seat¬ 
ed engine complete with chrome 
exhausts. Her car is fast but not 
too quick off the start line being 
quite heavy. 


WEAPONS: Expanding Beach 
Balls which come out of tires and 
pushes other cars out. Magnetic 
Attraction pulls others towards 
her in order to punch away. 
Punch: Beach Towel Flick 


(ABOVE) (Parp.) Excuse me fellers. Must 
go and powder my nose. 


HOME TRACK: This little lovely 
is at home, naturally enough, on 
the beach. There is a lot of sea 
water and sand. Off the racing 
line is where the thicker sand 
lurks ready to slow any car to a / 
snail's pace. Wheel spinning is 
easy on this stuff as is getting the 
back loose, steering on the \ 

throttle is the name of the nwJ 

game here, real rally dri- ^ . ] 

ving stuff. The horizon 
consists of a blue sky, \ > 

with a couple of towering 
buildings, bridge and the 
Sidney Opera House in 
the distance. «| 


SURF COURSE 3 

When viewed like this it makes it all 
look so straight forward. What looks 
like a tangle of seaweed and sand is, 
in fact, a simple doughnut of a track. 


. .—. . . 


- 


(ABOVE) Hmm, doughnuts. They're lovely. Ever had one of those with 
apple and cream in it? They're BRILL! Seaweed doughnuts though...? 


SURF 1 BEST TIME: 7.71 





1 




SURF 2 BEST TIME: 

8 . 03 " 

SURF 3 BEST TIME: 

7 . 39 " 
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(ABOVE) Helmut doesn't value hygiene quite so much as he used to. 
Look, he's left skidders all over the race course, dirty feller! 


HELMUT COURSE 1 

Drivers take off at speed and are able 
to maintain the high velocity for most 
of Helmut # 7. A tricky 90 degree 
bend slows things down a tad. 


HELMUT COURSE 2 

Longer, and more drawn out than 
Helmut # 7. Rather like the poison 
from the snake that bit Helmut's leg 
during the war. Rather. What, what. 


fast starts 

There are ten possible fast starts. We 
won’t give the whole game away but 
we’ll get you started by revealing a few: 

a. Hit the B button just before the first 
green light at the start of the race. 
This will turbo your car forward. 

b. Same as above but push UP as 
well. This will turbo your car ahead 
and jump over any cars in front. Very 
useful if you're crap and are starting 
at the back of the grid! 

c. Performing the same again but 
pressing DOWN instead of UP pro¬ 
vides a none too slow start too. 

The remaining seven turbos require 
the utmost skill and perfect timing, 
but, if performed correctly, reward 
the player with extra stars, turbos 
and the like. 


HELMUT 1 BEST TIME: 

11.19" 

HELMUT 2 BEST TIME: 

12.65" 


STREET RACER PROFILE 



HELMUT 

COUNTRY: Germany 
AGE: Retired pilot 

COMMENTS: Helmut is one of the older dri¬ 
vers. He is stern, and hard looking. His huge 
moustache, gold rimmed monocle, old style 
pointed helmet, jack boots and jodhpurs sum up 
this man's disciplined character. Helmut is notori¬ 
ous for starting a race with a plan of attack which 
he-sticks to. This is usually bad news for the unlucky driver he selects 
as it's difficult to shake him off. He will however, back off if he gets 
more than he bargains for and will then move on to another victim. 

CAR: Helmut drives a strange mix of Red Baron triplane and classic 
Mercedes racing car. Narrow tyres make handling a little suspect but 
this thing is built like a tank. 

WEAPONS: Spinning Side Saws cause a lot of damage to other cars. 
Triplane that tries to fly into others. Punch: Walking Stick Strike 

HOME TRACKS: They are on a disused airfield. A useful technique 
is Powersliding; essentially you enter the corner at high speed, before 

the apex let up off the accelera¬ 
tor, turn to face the inside of the 
corner almost so your car is trav¬ 
elling sideways then slam on the 
accelerator again. The car will 
maintain this angle around the 
corner and if done correctly will 
regain grip just as it exits allowing 
you to shoot out of the corner at 
high speed and at the correct 
angle for whatever is next. This 
technique should be used with 
care, some cars will regain grip 
very quickly especially cars with 
good handling such as Hodja 
with the result being you over¬ 
steering and shooting into the 
corner. 


HELMUT COURSE 3 

’Bwoah, ah, hrumph. Helmut 
here. Hahmm. Look all this talk 
of, urhhum, ahegm, ahh... well 
it isn't true. I use my hanky! 1 


(ABOVE) Follow the skid 
marks gang. Hold your 
noses if you must. 


HELMUT 3 BEST TIME: 13.89 " 






























































SUMO 2 BEST TIME: 14.31" 
SUMO 3 BEST TIME: 14.84" 


SUMO 1 BEST TIME: 10.97' 


SUMO COURSE I 

Used to be straight this course 
before Sumo got his lardy 
backside onto it. Now it’s all 
bent out of shape and has been 
reinforced to cope with his 
enormous weight. Of course 
this only makes racing it more 
of a laugh. 


Very smooth these tracks. Which 
makes them very fast. This is a more 
advanced version, with more curves 
than Sumo's gut, so it's tough on cars 
with bad road-holding capability. 


(ABOVE) Travel sickness is seldom pleasant and anyone who's in the 
least bit susceptible experiences usually winds up hollering Ralph here. 


SUMO COURSE 3 

Sumo's tank weighs so heavy he is 
untroubled by the many U-turns in 
his third, special course. Others, 
meanwhile, tend to leave broken 
hearted and broken nosed! 


STREET RACER PROFILE 


USE OF TURBOS 

There are good and bad places to 
use Turbos and it's of no benefit o 
keep your finger on the button and 
hope, it is possible to hoard turbos 
but you may only collect as many as 
there are laps in that particular race. 
A bonus Turbo is awarded after each 
tap. 


GOOD 

Entering a straight: This allows your 
car to reach and maintain its top 
speed quickly. 

Exiting a corner: Providing you are 
well set up for the next corner this will 
allow you to overtake in difficult situa¬ 
tions and, if performed correctly, give 
you a reasonable breathing distance. 
Excellent if used in conjunction with a 
powersiide. 

Before a jump: Maximises your air 
time and most handy for flying over 
the other cars. 


BAD 

Entering a corner: if you are hot prop¬ 
erly set up this will throw you out of 
the corner because traction will be 
lost. And so will your chances of win¬ 
ning 

Cars ahead of you: Obvious really - 
you go careering into the cars in front, 
best to use your turbos when you're 


SUMO SAN 
COUNTRY: Japan 

AGE: Unknown - he's from the future! 


HOME TRACKS: Being from the future and from 
Sumo is one heck of an inscrutable myserious fellow, 
true for his tracks that are set in a 
futuristic neon-lit. city. The 
smooth metal tracks a r^-ideal for 
the racers amongst you, however 
their twisty turny nature and 
occasional broken surfaces 
necessitate careful driving, cau¬ 
tious Turbo usage and a good 
grip. 


WEAPONS: His Sumo Splash clears those “geijin” who 
too near away. His Electric Shock is, well, shocking really 
punch is the Sumo Slap. 


IsSyil COMMENTS: Being japan ese and from 
the Future, Sumo san is a bit inscrutable. 
Also, being a bit of a fatty Sumo 
wrestling-type he’s not afraid to throw 
his considerable weight around, 
although he much prefers to use the multitude 
gadgets he has on board his strange and mysterious 
car. Most inscrutable! 

CAR: More of a tank than a car - probably because of his 
Not the fastest car out of the bunch but corners like it’s on 
tracks, which, of course, it is. 











































































HODJA COURSE 1 

Anyone dumb enough to follow the 
road round that roundabout is in 
serious need of help. This course rep¬ 
resents the sum of Hodja's cunning 
and aptitude for design. Apparently 
decoration means a lot to the Turks. 


HODJA COURSE 2 

Old Hodja designed this one like a 
face. Which is all very well for people 
who float through life with the 
Goodyear Blimp strapped to their 
backs. As for the rest of us... 


(ABOVE) It's that over-friendly race course again! What now! Yes, we're 
all fine thank you and, yes, we had a lovely weekend. Bye, bye. 



(ABOVE) We like Hodja's special 
attacks best of all. They're just cool! 


HODJA 3 BEST TiME: 17.02 " 


(ABOVE) Oo-hoo! I think I'll go this 
way instead! It looks nicer. Gip! Gip! 


STREET RACER PROFILE 


HODJA 

COUNTRY: Turkey 
ACE: Four centuries and a bit 
COMMENTS: A tubby ; friendly, wise old magi¬ 
cian with a devious sense of humour and a few 
tricks up his sleeves. Loves the thrill of racing, not 
terribly keen on violence but will give as good as 
he gets. Uses his magic powers quite freely. If 
left alone will just get on and race. He is very pally with Sumo-san. 

CAR: Magic carpet with magically attached wheels until he uses his 
special weapon at which point the wheels disappear and he levitates 
on his magic carpet. 

WEAPONS: Magic Cushion levitates above cars and obstacles but 
must still navigate the track. Magical Force Field forces opponents 
away Punch - Rubber Ottoman Dagger Swipe 

HOME TRACK: Hodja puts his magic carpet through its paces in 
downtown Istanbul. Cobbled streets make for a bumpy ride and the 
kerbs are just waiting to destroy suspensions. The old sewers are still 

used here and may provide a 
handy short cut or a long diver¬ 
sion. Set, as it is, in the back 
streets the tracks can be quite 
complex so the racers will have to 
keep their wits about them. 


HODJA COURSE 3 

As you can see, Hodja designed 
course #3 based in the inside 
of his mind - totally loopy! The 
island placed in the middle is 
one of many rational thoughts, 
trapped inside the maze, that 
up all hope 














































































































































SECRET STREET RACER TRACKS 

As a special bonus to good player we have included 
4 secret tracks in the game. To get to the secret 
tracks you must win Bronze and Silver in at least 
Medium and then go on to win Gold in at least Hard. 
The secret tracks are then added to the Gold cup. 
Once you’ve activated them you can go on to prac¬ 
tice them in Practice mode or race against someone 
else in Head-to-Head mode. Beware, they are devi¬ 
ous and a bit hard to boot. One of them is the 
world's first spiral track! 


HODJA 3 BEST TIME: 17.02" 


FRANK 3 BEST TIME: 14.30" 



RAPHAEL 3 BEST TIME: 15.16' 


SUMO 3 BEST TIME: 14.84 


STREET RACER TIPS FOR BIG POINTS 

STAR: 7 Point 

Pick up the most stars - stay in front to maximise 
chances 

PUNCH: 7 Point 

Most successfulattacks [punch or special] - stay in 
middle of pack use turbos to get in front where nec¬ 
essary 

FASTEST LAP: 1 Point 

Hoard turbos and use most of them on one particular 
lap 

LAPPING: 7 Point 

Just get in front and use those turbos wisely 
PERFECT: 2 Points 

Avoid mines, collisions or punches with cars. Get in 
front and stay there. Or if losing stay at the back [ at 
least you'll collect some points] 

So even if you don’t come first you can still win. 

When in a championship you 
can still get in the top 4 [and 
proceed to the next race] by 
trying to get as many of the 
bonuses as possible along 
the way. 


(RIGHT) Street Racer, eh. It's a 
Race Riot - whatever that means! 


STREET RACER TIPS 
FOR RACERS 

Best Cars 

Raph: Highest top speed, poor handling but can be 
advantageous for experienced drivers. 

Helmut: Fairly high top speed but better handling 
Sumo-San: High top speed 

Best Courses 

Racers will love Helmut's and Biffs courses because 
they have long straights and good combinations of 
bends. 

STREET RACER TIPS FOR FIGHTERS 

Best Cars: 

Biff: Heavy car - can take and give a lot of punish¬ 
ment 

Frank: High defence value and good solid punch 
Best Courses: 

Fighters will love Raph’s and Sumo-San’s Courses 
because they tend to force the cars together giving 
lots of opportunity for scraps. A good punch or spe¬ 
cial weapon will land the victim in a wall or corner 
with devastating effects. 



EXPERTS ONLY 

JUMPING 

Jumping helps when cutting corners but for some it 
is actually better to ride over them as it makes for a 
much tighter turning circle. Also this allows you to 
enter and leave the corner faster while covering an 
even shorter distance 

SLIPSTREAMING 

In tight and long Head-to-Head races, try and stay 
behind your opponent for as long as possible and 
then use your turbos just before the finish line on the 
last lap. This slipstreaming effect means that the play¬ 
er behind is actually running slightly faster than the 
player in front. To defend against it make sure you 
stay straight in front of the player behind by watching 
his window forcing him to move out to the side in 
order to overtake. 

WINNING CRAZY MODE 

To date only two drivers have finished all cups in 
crazy mode [third position on the podium] but it is 
possible. There’s no room for mistakes 
here, you must know 
your tracks very well 
and pick up all the 
goodies. Use all the 
short cuts, apply special 
techniques around the 
bends and try to keep 
your speed off road by 
jumping or flying if you 
car can. 

You really must get a 
good start, practice these 
a lot: 

Take advantage of the 
non-player cars. Because they drive very aggressively 
and figt]t each other for positions all the time. In the 
process they cause a lot of damage to each other. 
You will see them off-track having a rest every now 
and again!. This is when you must pass them and try. 
to stay ahead with your turbos. If they catch up use 
all your weapons to send ’em offtrack for more rest! 
It does take them a few seconds to recover from a 
good attack. 

SUDDEN DEATH RACES * 

Set the number of laps to 7 and go for a sudden 
death race. It’s completely different and the most fun 
you can have with 4 people legally. This is where fast 
starts really come into their own. 

ENDURANCE RACES 

Set the number of laps to 30 for a Le Mans-sty/e 
game. The pickups are soon all used leaving just you 
and your skill versus the competition. Hoard those 
turbos and use them sparingly but watch yourself 
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SOCCER MODE 

THE PITCHES 

Outdoor: Mown real grass pitch. The ball 
bounces at a medium height and speed. 


Indoor: Converted basketball court. Harder 
because the ball bounces higher and moves 
faster. 


Ice: Converted ice hockey arena. This is the 
hardest because the ball bounces higher, 
moves faster and the cars skid much more 
and slide to a halt. 


Converted ice hockey arena. This is the 
hardest because the ball bounces higher, 
moves faster and the cars skid much more 
and slide to a halt. 


SHOOTING 

You can shoot in different ways. 
Shoot straight when you're right in 
front of the goal with no other cars 
in the way. Lob [by pushing up 
and releasing the ball] when there 
are other cars between you and 
the goal. Aftertouch can be applied 
by using the L and R buttons before 
releasing the ball [the longer you 
hold them down the more you 
apply]. 

POWER 

The longer you hold the Y button 
down the more powerful the shot. So 
rather than do the most powerful 
shot all the time you should try to 
gauge the power according to how 
far away you are, this way if you miss 
or it rebounds off the goalie you can 
still get it on your way in. Like basket¬ 
ball you guarantee the rebound if you 
use the power correctly. 


MANOEUVRING AND TACKLING 

Once you’ve got the ball you can reduce the likelihood of a suc¬ 
cessful tackle against you by jumping as you move about. Since 
you slow down with The ball other cars will close in quickly so 
guage your position, move accordingly and shoot. 

You can also pass the ball a small distance ahead of you and pick it 
up again - this will counteract the loss of speed when you have the 
ball. 


To get the ball off other cars you can either punch them, ram 
them, or use a special weapon. Some characters are better for this 
- for instance Frank and Raph when they use their side attack suc¬ 
cessfully almost always get the ball. 


Use your brakes to come to a quick stop with the ball. This causes 
other cars to overshoot and forces them to spend time turning 
around to face you. Using your brakes while turning gives you a 
much tighter turning circle. You can spin your car on the spot this 
way and use the opportunity to scan the pitch quickly to determine 
where the ball is. 
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PAIRING 

The cars are paired up so 
that they operate as a 
team. If one car goes for 
the ball the othei.,wiH 
manoeuvre away from the 
ball increasing the likelihood of a success¬ 
ful goal either by direct shot or by the second car getting the rebound. 

You can watch this operating in playback mode. 

This is how non-player characters are paired: 

HODJA and SUMO-SAN, SURF and SUZULU, BIFF and HELMUT, FRANK 
and RAPH 


USE OF WEAPONS 

Fairly obvious really, the cars 
weapons are divided roughly 
between offensive [front attack] 
and defensive [side attack] 
capabilities. Side attacks are 
more effective against multiple 
cars so use them whenever cars 
are approaching from behind. 
Front attacks vary from flying 
[Hodja, Helmut and Frank] to 
grapple [Biff and Raph] though 
charging [Suzulu], splashing 
[Sumo-san] and attracting 
[Surf]. Flying is useful for taking 
shortcuts, cutting corners and 
going over groups of cars. 
Grapples are useful for overtak¬ 
ing on straights, corners and 
pulling back tightly packed cars. 
m Charging is good for get¬ 
ting through individuals but 
most effective against 
packs of cars ahead of you 
and when used in combina¬ 
tion with a turbo. Splashing 
is good against packs of car, 
especially with a turbo. 
f Attracting is good on corners 
f or straights for pulling cars off 
course and in range for a 
good flicking with a towel. It is 
important to time all special 
weapon usage correctly as 
you won't get another chance 
for a few seconds [which could 
cost you the race]. 

Special tip: It is possible to 
defend against a Grapple by 
punching at the right time. But 
you have to be very good at 
games first. 



THE BEST CARS 

The best cars for soccer are Raph and Frank because they have the most 
effective specials. Although Hodja comes a close third because he can fly 
above the mayhem and position himself for a shot. 


(ABOVE) I said no black tires in the 
gymn Helmut! What's that smell? 


















































RUMBLE MODE 

DIFFERENT RUMBLE MODES 

Easy: The arena is completely surrounded 
by barriers. These crumble slowly on contact 
making for a longer more forgiving game. 

Medium: In the middle of each side the bar¬ 
riers are slightly worn away and there are 
some gaps. This leads to a harder but still 
fairly long game 

Hard: There are no barriers. The game is 
shorter still and there are no second 
chances! 


TIPS AND STRATEGIES 

The aim is get all the other cars out of the arena by any means 
necessary. Consequently you must use all your cunning and inge¬ 
nuity. Punching is often the most successful way but you must 
position yourself correctly. The best tactics are: 

Sizing the Arena: if you spin your car on the spot you can see 
where every one is and plan your attack accordingly. 

Ducking and Weaving: 

While most inexperienced drivers will spent a lot of time going in 
circles by far the best tactic is to manoeuvre around to get behind 
or beside a car In order to punch them or usb a special weapon. 
To do this successfully you must duck and weave between cars 
until you find a car that is correctly positioned for a successful 
attack. Appropriate use of braking and accelerating is important to 
succeed. You must be on the inside of the car - the car must be 
between you and an outside edge of the arena. 

Setting TrdpsC ^ , a ; 

A classic manoeuvre is tp set a traff by knocking a few holes in the 
barriers or. positioning yourself in a tempting way in front of any 
hole and then wait for someone to come:in for an attack. More 
often than not the poor mug wijl come in too fast hoping to either 
punch you or rani you out relying on your car being there to slow 
them down. Timing is important. You must either jump or acceler¬ 
ate out of the way just before they 
hit you. Smile self-assuredly as 
they plummet out of the arena to 
meet their maker. Of course you 
can always time it incorrectly and 
be the one taking the dive for the 
last time. 

Parry and Riposte: 

A varia tion on this I is r derived 
from. Fencing. A few players will 
' choose to ie extra coot and will 
try and usiM^special weapon on 
you as you come in for an. 
attack [particularly Raph and 
Frank]. But since special 
weapons must be charged 
after their use before they can 
gtij be done again the idea is to 
fake them into using them by 
breaking suddenly just ahead of them and then pile in 
whilst they are waiting for it to recharge 



(ABOVE) Biff goes everywhere in his car. 
Rumour has it he has axles for legs. It's true. 


THE BEST CARS 

The best cars are those with the most powerful side or front 
attacks. So Frank and Raph are recommended because their 
specials force all other cars in range to their dooms. The rest 
are all fairly well matched with good side attacks and individ¬ 
ual front attacks [Rhino Charge works well when charging 
through the middle of the arena, while Hodja’s flying works 
very well when setting traps]. 



(ABOVE) This picture of a UFO 
turned out to be a fake. It is actually 
Raphael of Street Racer dangling 
from a piece of string Clever, eh! 


PRACTICE MODE 

Practice makes perfect and \ 
Vivid Image have tried to make 
the practice mode as helpful as 
possible. In all modes you tan l 
set the number of cars depend¬ 
ing on what you want to prac- 
tice. / 

For racing be sure and use the j 
Track Preview mode to search 
for short cuts and plan a race. In 
Practice Mode you can learn 
the tracks by setting a large 
number of laps and try out dif¬ 
ferent cornering strategies has¬ 
sle free by setting the number of 
cars to 7. Then go on to practice 
your weapons by trying a full 
race with all eight cars. Don’t 
forget to use the video playback 
feature to see where you went 
wrong and watch what the 
other cars did to you. 

In soccer you practice shooting 
hassle free maybe even try out 
some new techniques such as 
bouncing the ball off the back 
and side walls! 

In Rumble you can do the same 
and try out all the cars to find 
your favourite manoeuvre or 
combination with just one other 
car and then go on to try it out 
with all eight cars. 


EXPERTS ONLY 

JUMPING 

Jumping helps when cutting corners but for some it is actually better to 
ride over them as it makes for a much tighter turning circle. Also this 
allows you to enter and leave the corner faster while covering an even 
shorter distance 

SL/PSTRFAMING 

In tight and long Head-to-Head races, try and stay behind your opponent 
for as long as possible and then use your turbos just before the finish line 
on the last lap. This slipstreaming effect means that the player behind is 
actually running slightly faster than the player in front. To defend against it 
make sure you stay straight in front of the player behind by watching his 
window forcing him to move out to the side in order to overtake. 

WINNING CRAZY MODE 

To date only two drivers have finished all cups in crazy mode [third posi¬ 
tion on the podium] but it is possible. There’s no room for mistakes here, 
you must know your tracks very well and pick up all the goodies. Use all 
the short cuts, apply special techniques around the bends and try to keep 
your speed offroad by jumping or flying if you car can. 

You really must get a good start, practice these a lot: 

Take advantage of the non-player cars. Because they drive very aggres¬ 
sively and fight each other for positions all the time. In the process they 
cause a lot of damage to each other. You will see them off-track having a 
rest every now and again!. This is when you must pass them and try to 
stay ahead with your turbos. If they catch up use all your weapons to send 
’em off track for more rest! It does take them a few seconds to recover 
from a good attack. 

SUDDEN DEA TH RACES 

Set the number of laps to 1 and go for a sudden death race. It’s com¬ 
pletely different and the most fun you can have with 4 people legally. This 
is where fast starts really come into their own. 

ENDURANCE RACES 

Set the number of laps to 30 for a Le Mans-style game. The pickups are 
soon all used leaving just you and your skill versus the competition. Hoard 
those turbos and use them sparingly but watch your damage. 
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